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Stranger (minor)Stranger (minor)
Medium aberration, lawful evil
Armor Class 9
Hit Points 58 (9d8 + 18)
Speed 25 ft.

STRSTR DEXDEX CONCON INTINT WISWIS  CHACHA

17 (+3) 8 (-1) 15 (+2) 21 (+5) 13 (+1) 7 (-2)

Saving Throws Int +7
Damage Resistances psychic; bludgeoning, piercing 
and slashing from nonmagical attacks

Senses darkvision 120 ft., passive Perception 11
Languages Deep Speech, telepathy 120 ft.
Challenge Rating 4 (1,100 XP)

Magic Resistance. The stranger has advantage on  saving throws 
against spells and other magical effects.

Innate Spellcasting (Psionics). The stranger’s innate spellcasting 
ability is Intelligence (spell save DC 15, +7 to hit with spell attacks). It 
can innately cast the following spells, requiring no components:

At will: encode thoughts (Guildmasters Guide to Ravnica), levitate

1/day each: hold person, telekinesis

Sunlight Hypersensitivity. The stranger takes 9 radiant damage when 
it starts its turn in sunlight. While in sunlight, it has disadvantage on 
attack rolls and ability checks. 

Water Hypersensitivity. The stranger takes 18 acid damage if it ends 
its turn in water. 

Actions  
Dagger. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: 5 
(1d4 + 3) slashing damage.

Mental Tuning. The stranger targets one creature it can see within 
30 feet of it. The target must make a DC 15 Intelligence saving 
throw. On a failed saving throw, a creature takes 27 (5d8 + 5) psychic 
damage and is stunned until the start of the stranger’s next turn. On 
a successful save, the creature takes half as much damage and isn’t 
stunned. 

Sleep. The stranger touches a creature within 5 feet of it that it can 
see. The target must succeed on a DC 15 Intelligence saving throw or 
fall unconscious for 10 minutes or until the sleeper takes damage, or 
someone uses an action to shake or slap the sleeper awake. Undead 
and creatures immune to being charmed aren’t affected by this effect. 

Reactions  
Shared Tuning (3/Day). When another stranger it can see makes 
a spell attack roll, the stranger can cause the roll to be made with 
advantage. 

In aeons past, as the illithid empire spread, most 
creatures they encountered fell before their psionic 
powers with little resistance. However, one race 
possessed mental abilities even mightier than mind 
flayers: the strangers. Lacking the illithids imperialistic 
desires, strangers are nevertheless just as detrimental to 
the lives of sentient creatures across the worlds.

In their un-housed form, a stranger appears as a bright, 
shimmering, nearly translucent spider, several inches in 
length. Like illithids, strangers are parasites. However, 
unlike mind flayers, strangers inhabit the skulls of dead 
humanoid hosts. Thus, a community of strangers is 
actually a collection of corpses inhibited by these spider-
like beings. To ensure their survival strangers require 
a docile population of humanoids that they can control, 
allowing them to produce enough corpses to continue 
their race’s existence.

Dark CityDark City
1998, Neo-noir (horror) Science Fiction
City-wide shots pay heavy hommage to Metropolis (1927).
Director: Alex Proyas (The Crow)
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Stranger (Major)Stranger (Major)
Medium aberration, lawful evil
Armor Class 10
Hit Points 110 (17d8 + 34)
Speed 25 ft., fly 30 ft.

STRSTR DEXDEX CONCON INTINT WISWIS  CHACHA

17 (+3) 10 (+0) 15 (+2) 24 (+7) 16 (+3) 13 (+1)

Saving Throws Int +11
Damage Resistances psychic; bludgeoning, piercing 
and slashing from nonmagical attacks

Senses darkvision 120 ft., passive Perception 11
Languages Deep Speech, telepathy 120 ft.
Challenge Rating 9 (5,000 XP)

Magic Resistance. The stranger has advantage on  saving throws 
against spells and other magical effects.

Innate Spellcasting (Psionics). The stranger’s innate spellcasting 
ability is Intelligence (spell save DC 19, +11 to hit with spell attacks). 
It can innately cast the following spells, requiring no components:

At will: encode thoughts (Guildmasters Guide to Ravnica), mending, 
telekinesis   

3/day each: hold person, move earth, sleep

1/day each: arcane gate, feeblemind, modify memory, reverse gravity

Sunlight Hypersensitivity. The stranger takes 16 radiant damage 
when it starts its turn in sunlight. While in sunlight, it has 
disadvantage on attack rolls and ability checks. 

Water Hypersensitivity. The stranger takes 32 acid damage if it ends its 
turn in water. 

Actions  
Force Wave (Recharge 4-6). A wave of psionic force sweeps out from 
the stranger. Each creature in a 30-foot cube orginating from it must 
make a DC 19 Constitution saving throw. On a failed save, a creature 
takes 29 (5d8 + 7) force damage and is pushed 10 feet away from the 
stranger. On a successful save, the creature takes half as much damage 
and isn’t pushed.

Mental Tuning. The stranger targets one creature it can see within 30 
feet of it. The target must make a DC 19 Intelligence saving throw. On a 
failed saving throw, a creature takes 43 (8d8 + 7) psychic damage and 
is stunned for 1 minute. On a successful save, the creature takes half as 
much damage and isn’t stunned. 

Sleep. The stranger touches a creature within 5 feet of it that it can 
see. The target must succeed on a DC 19 Intelligence saving throw or 
fall unconscious for 10 minutes or until the sleeper takes damage, or 
someone uses an action to shake or slap the sleeper awake. Undead 
and creatures immune to being charmed aren’t affected by this effect. 

Reactions  
Counter Tuning (3/Day). When a creature the stranger can see makes 
an attack roll, saving throw or ability check, the stranger can cause 
the roll to be made with disadvantage. 

Hive-Mind. Strangers are incredibly insular, 
communicating telepathically amongst themselves unless 
absolutely necessary. They share a psychic connection 
with one another and rarely take action that has not been 
agreed upon by all members of a stranger community. 
This uniformity of thought however is ultimately very 
restrictive, making strangers slow to adapt. Combined 
with the deadliness of sunlight and water to their species 
means that the strangers largely seclude themselves 
in dark and arid environments, devoting their time to 
increasing their powers and advancing their technological 
creations.

Ancient Rivals. When the illithids encountered 
the strangers, the two races evidenced a great disparity 
in mental capabilities, with the strangers demonstrating 
powers far superior to the illithids. However, the 
strangers’ insular nature meant that despite their 
psionic supremacy, they lacked the legions of minions 
and ability to evolve their approach to combat and 
fighting evidenced by their rivals, thus ultimately ceding 
world after world to the steady advance of mind flayer 

domination. Recognizing their own inability to adapt, the 
strangers retreated to the darkest corners of the cosmos, 
focusing on their experiments and attempting to learn the 
nature of independent thought, hoping to one day attain 
a level of cunning individualism to rise once more and 
challenge their former enemies. 

 Tuning and Technology. The vast intellects 
of the strangers is due to the creature’s ability to share 
thoughts amongst themselves in a communal ability they 
call tuning. This tuning grants the creatures the ability to 
trade memories amongst themselves, but also affect the 
physical world around them. All strangers possess this 
tuning, but the race’s true power comes from its communal 
nature. When multiple strangers gather, they can create 
truly awe-inspiring feats, able to warp reality to their will. 
The more a stranger develops this communal ability, the 
stronger its psionic ability grows, making some strangers 
truly powerful masters of mental manipulation, beings 
that once destroyed colonies of invading illithids all by 
themselves. 

https://www.patreon.com/bendjinn
https://bendjinn.com/
https://www.instagram.com/loot_the_corpse/
https://www.dmsguild.com/browse.php?author=BenDjinn%20Games

	GENRES OF HORROR
	MONSTER
	GORE
	KILLER
	PSYCHOLOGICAL
	PARANORMAL
	Bubba Ho-tep
	CLINGER
	graboid (worm)
	Graboid (Shrieker)
	Graboid (ass-blaster)
	Immolate Demon
	JANGLY MAN
	KILLER LEPUS
	Paimon’s Lair
	Madness of Paimon
	PAIMON
	SHIVER
	Sil


